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MYSTERY FUN HOUSE · Can you ftnd your way com· 
plete,y tt,rough the strangest Fun House m ex,stance, or 
w,H you a1ways t>o k ,ckcd ou1 when the park closes '> 

PYRAM ID OF DOOM · An Egyptian Treasure Hunt reads 
you lntO the oark cecesses ot a ,eccn11y uncove,ed 
Pyram10 w ,11 yo4 recover all tM treasur es or more likely 
will yo<i ,o,n ,ts denriens for that long oternal sieep' 

GHOST TOWN • Explore a deserted western m1n1ng town 
,n searcll of 13 treasures From rattlesnakes to runaway 
horses. 1111s ADVENTURE ' S got them a1 11 Ju s t 
rememller. Pardner. they don 't call them Ghos t Towns 
for nothin·. {Also ,nctudes new bonus scoring system!1 

ADVENTURE 7-8-9 
PROGRAM PARAM ETERS 

LANGUAGE .. . ... . ... . . . . . . . Machine 

NUMBER OF PLAYERS (min/max) .... 111 

AVERAGE COMPLETION TIME . . 1 month 

SUGGESTED AGE GROUP . . . 12 to Adu lt 

RECOMMENDED FOR NOVICE? .. .. . No 

CLASSIFICATION: .. ..... . Compu-novel 

SOUND? .. . ... . ...... . ..... . . .. . . No 

GAME SAVE FEATURE? . . ......... Yes 

MULTIPLE SKILL LEVELS? . . . . ..... No 

GRAPHICS ORIENTED? . . . . . ... . . . . No 

REAL TIME? ... . ... . .. .. . .. .... , .. No 

SPECIAL EQUIPM ENT: . . . . . . . . . . . None 

Adventures by Scott Adams 
AN OVERVIEW 

I stood at the borrom of a deep chasm. Cool a,r sliding 
down the st<1es of rhe crevasse flit waves ot /'Jest rrsmg from 
a sueam of bubbling lava arid formed a mrsr over the slug• 
grsh II-Ow. Through rlre sw,rtrng cl-O<Jds I caught ghmpses of 
two ledges r11gh above me: one was Ot1cked. rhe other a,>
peared to lead to tne throne room I nad been seekrng 

A Olas t of fresh au cleared me mist near my let11 and 
lrkc a srngte gravestone a broken sign appeared momenrsr> 
ly A dvll gleam of gold showed a: the base of the sign 
before oerng swallowed up Oy me tog agatn. From the 
drstance came the angry Oun of the k,ller bees. CO<Jld I 
8WJld their lethal stings as I had mana~ed to escape the 
wrarh of the dragon• P.eadrng the sign might give me a clue 
to tile dangers of this pr/. 

I approaehed the sign slowly. 
Ano so It goes • hour after hour. as you guide your 

m,crocomputer through the Adventures ot Scott A0ams 1n 
an effon to amass treasu es within the worlds ot hrs 1m· 
aginatlon. 

By definit ion. an adventure Is a 0angerous o, r\Sky 
undenakrng: a novel. el(c1t1ng. o, otherwise remarkable 
e,·ent ot experience. On your personal computer. Adventure 
is that ana more 

For the user. playing Adventure is a da119erous o, nsl<:y 
undertaking in that you better be prepared to spend many 
addlctlYe hours at the keyboard. If yov like chal lenges. su • 
prises, humo< and being transported to other wo<lds. these 
are the games for you. tf you dlstrke being forced to use your 
common sense and 1mag1nat1on. or you frustrate ea,sjly. try 
them anyway. 

tn beglnn1119 any Adventure, you will lino yourself ,n a 
spec1tlc location: a forest, on board a small spacesl'ltp, out• 
side a fun house. In the brleltng room of a nuclear plant. In a 
desert, e1c. 

By using 1Wo-word commands you r'n0¥e trom tocauon 
10 foeatlon manipulate objects that you find in the different 
ptaoes, and perform actoons as It you were really 111ere. The 
olljeet of a game is to amass treasure fo, points or ao
compfl sh some other goat. S\lccessfully completing a game. 
however, ts ta, eas,er to state than achieve. In many cases 
yoo will find a treasure llut be unable to take ii unlit you are 
carrying tile nght comllinaUon of ot>jects you find in the 
various locations. 

How do you knOw wnlch objects you need? Trial and 
error. logic ano imagination. EAICl'l 1fme yov t,y some action. 
you learn a little moce about the game. Wl'tiel'I brings us to 
the term "game .. again. Whtie called games, Adventures are 
actually P',IUles because you have to <llscover wh1Ch way 
the pieces (actions, manip,,laUons. use ol magic words, etc.) 
fi1 together in order 10 gatl'lel your treasures QI' accompfisrr 
the mission. LI a a puzzle, t re are a numbe< ol ways to lit 
tile pieces together. players who have foond and stored all 
the tteasures {there •re 13) of Actventure #1 may na1111 done 
so In different ways. 

t.n finding l\oW the pieces 111. you n be loroecl to deaJ 
With unexpected 8\/ents. •PPllrent dead ef1(!s and Scott's 
humor, whieh Is one of the best parts o1 u,.e puzzles. 

II you run Into • baffler Oke not being able to e11scover 
more rooms. don't g · up, Play the game Wltn some friends; 
sometimes ~y'11 think of thtnps you ha1111n·1 tried 

Wh/la I pond~ how to reach th1t thro(UI U>O(fl -
wbiclJ. I WU $Ute ccot•Jned tl1a U.ISIJIH of~ - (h.e 
log grew thicket a.nd 1/M I/OIIIS pused. I realized I wQ<Jid not 
b'1 ab/f to outwit Ad1ms toil.11y,..but maybe tomorrow, I 
ma ed my pn,seot loclltl<ltl on UIY tatte/9d mapambeg•ft 
tl1a/,0Jlg tlfp to the su/f_ace. As I d,itl!Nfldmyse .oft ro be<:J. I 
t/)O<Jgh( abovt other posJfbla ArlYemurt. . 

But IHJOWfl tor tO(l,ghf. T Offl!>IYOX! - f/10 her m~ a 
tri. ell $11J. · • . -by Ke11 M,u 

- R~~Jt,o,,, 
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